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This tutorial is a continuation 
of Blendan - head and body - 
you can find on archive.org 

This tutorial also builds upon 
Joshua Alger's tutorials 
Modeling the Human Head 
Made Easy, Modeling The Hu- 
man Ear (Now made simple), 
Merging The Ear & Head and 
especially the beginning of Tex- 
turing a Head With Projection 
Painting. 
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On youtube.com you can also 
find David Ward's Groundhog 
in 4 parts. 

On youtube.com you can also 
find David Ward's Tim in 23 
parts. 
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Before we start to use the pictures of Nefertiti to make a texture 
for the head it can be good to create some more lamps in Object 
Mode. Select a lamp and then - SHIFT+D and move the lamp to a 
new place. 


Render a picture. 0 - to see what the camera looks on. N - to show 
the 3D views Properties menu. Select - Lock Camera to View and 
you can zoom, pan and rotate the camera to get a nice view. F12 to 
render. The center of the face looks a bit to sharp. 

ESC closes the render window to get back to the 3D view. 



Marker Frame Playback 
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Marker Frame Playback 


Now it is two windows opened. You can close one of them. 

Place the mousecursor between the windows and then right click and you will 
get a menu to choose Join Area. An arrow will turn up and you can choose 
which window to close. 


The tab-key and you can go between Object Mode 
and Edit Mode or you can choose Edit Mode from the 
menu. 

In Edit Mode you can try to smooth the sharp edge in 
the center of the face. 
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It is not good if the edges make a 
cusp on the nose. Faces will hide 
behind the cusp. 



Deselect the eye on the Mirror Modifier to show only half of the 
head and drag vertices apart. 


fix what is not so good 



Select the eye and hopefully 
you can see the cusp is gone. 



To soften the the meeting between the two sides of the face use - 
C - to select vertices around the center of the face. You will get 
a crcle to select with - you can adjust the size of it by rolling the 
mouse wheel. Confirm the selection with a right click. And then 
the button Smooth Vertex and a number of Repeat. 


Render and you can see 
the nose is more rounded. 
The jaw needs some more 
smoothing. 



You need to shut the mouth. 



Z - to go betweem Solid and Wireframe. 

B - to have a rectangle to choose some vertices in the under lip or 

C - and you get a circle to choose with or 

hold down the Ctrl - key and you get a lasso to choose with. 



G - and you can move the ver- 
tices and close the mouth. 









make seams 



To put material on the character Blenda you have to split the body 
in parts with the help of seams in Edit Mode. Tab takes you to Edit 
Mode or choose Edit Mode from the menu. 


Choose Vertex on the menu and deselect the button so you can 
see also the backside of the body. 

ALT click between two vertices in the lower part of the neck to 
select a loop around the neck. 





View Marker Frame Playback 


Ctrl+E to get a menu and you can choose You will get a red seam around the neck. 
Mark Seam 


A - to deselect all and you can see the red 
seam better. 



Make a seam around the waist in the same 
way. The seam is a bit bent. 


You can move the vertices to get it more 
straight. 















You can use edges instead of You cannot ALT click to choose the whole loop around the 
vertices to make seams. shoulder instead you have to hold down SHIFT and click a 
Ctrl+Tab and you get a number of times to select the whole loop of edges, 
menu to choose Edges from 
or you can choose Edges 
from the menu under the 
3D window 



When you have finished selecting 
CTRL+E to choose from the menu Mark 
Seam and you will get a red seam around 
the shoulders on both sides of the body - 
thanks to the Mirror Modifier. 




To separate the feat from the body you will need a new loop. 
CTRL+R to creat a new loop and it will be selected so then 
CTRL+E and choose Mark Seam 


The soles you also have to separate from the 
feat 



You need a seam in the back of the foot to 
make the foot flat to be able to use the mesh 


The legs also need a seam so they can be flattened. 


for a 2D image after UV unwrapping. 















seams on the head 
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The back needs a seam. 




The head you must be able to split. Make a continues to the forehead, 
seam along the back of the neck which CTRL+E to make the seam 




And you have to have a seam in the fore- 
head. 


Deselect the eye on the Mirror Modifiern and half of the face will 
be hidden. Now make a seam to separate the mouth opening from 
the head. Unmark the eye to see the whole head. 


Make a seam around Also make a seam under the 
the wrist to separate arm. 
the hand from the 
arm. 

will be a bit too long. The parts around the hand, 
that is not on the hand you have 
to get rid of. Make sure you can 
see through the arm. 


The hand you have to divide in 
an upper and lower part. 

ALT click a loop that goes 
around the arm. The selection 


C and hold down SHIFT to un- 
select the parts that is not need- 
ed on both sides of the arm. 
CTRL+E and Mark Seam 
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“flatten” the body 


In Edit Mode - A - to select the whole body and then 
U - and choose Unwrap from the menu. 
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You need a window to UV map the body 
Choose UV/Image Editor for the window. 



If nothing happens in the UV/Image Editor window it depends on 
that you can render images in that window. 

Click a little cross button to close the image editor and you will see 
the UV window. 



This is how it looks in the UV window. The body parts has been 
flattened to 2D. If the patternt doesn't look good some seams are 
missing. Make new seams and UV map ones more. 



m View Marker Frame Playbac 

The eyes also need to be UV mapped if you want a picture show- 
ing the iris. You can choose 3D view for the UV window. 



In Object Mode select the eyes. 




















Go to Edit Mode. 


ALT click between two vertices 
to get a loop around the iris. 



Ctrl+E and choose Mark Seam 



Now the eye has got a seam around the iris. 



Now choose to show the UV/Image Editor window. 
A - to select all parts of the eye. 

U - and choose Unwrap. 



The iris and the rest of the eye will show up flattened in the UV 
window. 













